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JS M 1 J LT1 P LAYER QAMING SYSTEM AND ME THOD OF OPERATION THEREOF 
D OF THE INVENTION 

20 This invention relates to a multiplayer gaming system for playing a game, mors 
specifically, a multlplayer game and. more particularly, to a multiplayer gaming 
system for .playing a multiplayer game on which wagers may ba placed. The 
invention extends to a method of operation of a mufti player gaming system for 
playing a multiplayer game on which wag arcs may be placed. 

25 

BACKGROUND TO THE INVENTION 

The game of poker ts a multiplayer game that is widely played in many 
30 Jurisdictions, particularly In the United States of America. In order to illustrate 
various advantageous features of multiplayer games, the basic rules of poker will 
be outlined briefly in the description that follows. 

A traditional game of poker generally accommodates a minimum of 4 and a 
35 maximum of between 5 and 10 players. In a turn of the game, one of the 
parficipaHng players assumes the role of a dealer and deals five cards (an "initial 
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5 hand''), from a conventional deck of 52 playing cards, to each participating player, 
inclusive of th© dealer. The playf ng cards in the Initial hand are dealtfao© down to 
each player who does not, at this stage of the game, disclose the playing cards 
.that have been dealt to him. 

10 Each one of the players te then required to decide, in tarn, whether to continue 
wiih hie participation in the turn of the game (that is, to "play), or to terminate his 
participation in the turn (that is. to "fold"), as a function of the playing cards in hie 
initial hand. Any player who decides to fold does not participate any longer in the 
turn of the game* If ail participating players decide to fold, the turn of the game 

is terminates. The first player to decide to play is required to make an opening 
wager on the turn of the game. Any other player who subsequently also decides 
to play In the turn of the game is required to match or to increase ("raise") the 
size of the opening wager. When the size of the opening wager is raised, players 
who have made prior opening wagers are required to top up their wagers to 

20 match the see of the largest opening wager made by any player who has elected 
to play in the turn of the game. This phase of the turn of the game continues until 
every player who desires to play tn that turn has made an equivalent opening 
wager, 

25 All the wagers made by each of the players era accumulated In a single jackpot 
("the pof)- 

At this stage of the game, each player who has decided to ptay may, in turn, then 
d$dda to retain (that fe, to "hold") any number of the cards in his initial hand. 

30 Once a player has decided which, If any # of the five cards to hold, the player may 
then tt draW°, in which the remaining cards of the Initial hand are discarded and 
are replaced by an equivalent number of further cards dealt by the dealer from 
the deck of playing cards. This phase of the game will be referred to, for 
convenience, as the drawing phase* If the player does not hold any off the cards, 

35 in his initial hand, he is then effectively dealt an entirely new hand of five cards at 
the drawing phase of the game. On the other hand, if a particular player holds all 
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5 of the five cards In his initial hand, he does not participate in the drawing phase, 
but still continues to play in the turn of the game. 

Once the drawing phase of the game has been completed, each player evaluates 
the five cards he has accumulated in the manner described above in order to 
10 determine whether they contain any one of a number of desirable combinations 
of "playing cards. The desirability of any combination of playing cards is inversely 
proportional to the probability of being dealt that particular combination of cards. 

After completion of the drawing phase of a turn of the game and evaluation of the 
15 playing cards, all of the players who have previously decided to play in the 
particular turn of the game -are then again required to decide, in turn, as a 
function of the playing cards they have accumulated in the manner described 
above, whether to continue playing or to fold. Any player who decides to fold 
does not participate any further in the particular turn of the game and forfeits aD 
20 wagers he has made In that turn. The first player who makes an opening wager 
may, if he decides to play, make a supplementary wager on the turn of the game. 
Any other player who also decides to play is requited to match or to raise the size 
of the supplementary wager. Players who have previously made supplementary 
wagers are required to top up their supplementary wagers to match the size of 
25 the largest supplementary wager. This phase of the particular turn of the game 
continues until every player who has not folded has made an equivalent 
supplementary wager. This stage of the game will be referred to, tor 
convenience, as the supplementary wagering stage. 

30 The supplementary wagers made by each of the players who have decided to 
continue playing In the particular turn of the game are added to the pot 

Once the supplementary wagering stage of the turn of the game has been 
completed, the players who remain in the game reveal the playing cards in their 
35 hands. The hands are compared, and the player with the highest-ranKIng 
desirable hand win© the accumulated pot. 
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The rules of the game of poker have been described with particular reference to 
a variation of the game known as "draw poker". There ** many otter variations 
of the game of poker that ate not germane to the essence of the invention and 
that will not, 1br this reason, be described here In detail. 

It will be appreciated by those skilled in thet art that tee game of poker Is a zero- 
sum game insofar as. in each turn of the game, a gain of the winner is equal to 
accumulated losses of the other players in the game. It Is. however, also known 
for a party who arranges or hosts a game of poker to levy a commission C*a 
rake 1 *) en the players or on the accumulated jackpot In order to obtain revenue. 



The game of poker is played at both land-based venues and on-line, in the latter 
- instance by means of the of the Internet Where the game Is played on-line, a 
software program spawns multiple Instances of the game, each instance being 

20 known as a "poker room", to accommodate players wishing to participate In the 
game. Thus, any instance of the game, or poker room, accommodates 
participating players who may be geographically remote from each other. The 
software program offers the participating players with various artifices such as, 
for example, a chat feclfily. which allow the players to Interact with each other. 

25 thereby establishing a sense of community such as would be found at a game 
being played at a land-based venue. 

The game of slots is probably the most popular and widely played single-player 
casino game avallebie to players. The most common game of state Is found in a 

30 simple three-reel slot machine. Each reel of the slot machine has. say. 30 
indexed positions, some or alt of which may display a corresponding Indicium. A 
player of the slot machine is required to place a wager on an outcome of the 
casino game by introducing coins, tokens or credit into the slot machine, which 
then enables each of the three reels to be spun and to come to rest at any of the 

35 Indexed positions. An outcome of the game is determined as a function of a 
combination of the three resulting indexed rest positions. Several outeomes of 
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the game usually result In the player being awarded corresponding prizes, one 
particular outcome causing the player to win a jackpot prize. A slot machine with 
•the particular characteristics described above has a jackpot cycle of 27 000, 
which means tnat, on average, 27 000 outcomes of the game must be 
detemilned in orderforthejeckpotto be won by the player. 



The three reel slot machine described above may be a free-standing electro- 
mechanical or electronic machine suitable for use in a land-based venue, or may, 
alternatively, be an on-line implementation, where the three reels of the slot 
machine are simulated on a display monitor, white an outcome of the game is 
15 derived from a random number generator implemented in software, it will be 
appreciated that the game of slots is a single-player game, unlike the game of 
poker described above. Although banks of slot machines may be found In land- 
based casinos, each player at such a bank of machines Is playing the game 
individually for himself. An advantage of such single-player games Is that of rapid 
20 • w play and the immediacy of a result in a torn of a game. • * ; 

ft Is desirable to combine the immediacy of a single-player casino game with the 
community aspects that are obtainable in a muitiplayer poker game. 



25 

OBJECT OF THE i 



it is an object of this invention to provide a muitiplayer gaming system and a 
method of operation thereof that will, at least partially, enable a single-player 
30 game to be played in a muitiplayer environment 



35 
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5 gM IMM ARY OT = THE INVENTION 

in accoTxJance wtth this Invention there Is provided a multiplayer gaming system 
usable - by a number of participating players to play a multiplayer game, 
comprising: 

10 a plurality of player stations, each player station bains usable by a respective 
participating player to play a separate Instance of a same single-player game 
having a plurality of possible results, the player elation enabling the participating 
player to place a wager on an outcome of the multiplayer game; and 
an administration facility communicable with each one of the plurality of player 

15 stations 

characterised in that 

the administration facility Is operable to determine an outcome of the multiplayer 
game as a function ef tJie combined results of the separate instances of the 
single-player game played at the plurality of player stations, me outcome of the 
20 multiplayer game being either a favourable outcome If at least one participating 
player is determined by the administration facility as being a winner of the 
multiplayer game, or an unfavourable outcome In which none of the participating 
players is determined as being a winner, 

US Further features of the invention provide for a single turn of the multiplayer game 
to Include at least one corresponding turn of an instance of the single-player 
game at each one of the plurality of player stations in use by a participating 
player, for the administration facffliy to determine an outcome of a turn of the 
multiplayer game only after completion of at least one turn of an Instance of the 

3d single-player game for each participating player, respectively, for the 
administration facility to award a prize to the at least one winning player when the 
outcome of the turn of the multiplayer game is a favourable outcome, for the 
administration facility to accumulate. In each separate turn of the multiplayer 
game, alt wagers by the participating players in an accumulation account for the 

35 administration facility to establish a prize pool whose contents are a function of 
the outcomes of the separate instances of the single-player game played at tee 



lOO.9429O^3O-gfet-O3;02^ TO* I 




5 plurality of player stations, for toe prize awarded to the at least one winning 
player to be Hie contents of the accumulation account, preferably the contents of 
the accumulation account less a service fee retained by an operator of the 
multiplayer gaming system, alternatively for the prize awarded to the at least one 
winning player to be the contents of a prize pool, the contents , of the 

10 accumulation account being retained by the operator of the gaming system to 
fund the prize pool, and for the contents of either of the accumulation account 
and the prize pool to be shared when the accumulation facility determines a 
plurality of winners In the turn of the multiplayer game. 

15 Still further features of the invention provide for any instance of the single-player 
game to have a plurality of successful results, each associated with a 
corresponding value, for the plurality of successful results to be in ranked order, 
from least successful to most successful, for the administration facility to 
determine the at least one winner of the multiplayer game to be a participating 
20 player who obtains a highest-ranking successful result in a corresponding turn of 
a respective instance of the single-player game, for the administration facility to 
determine the outcome of the turn of the nriurBplayer game to be a tie when two 
or more participating players obtain a same highest-ranking successful result of 
the corresponding turn of their respective instances of the single-player game or 
25 when none of the participating players obtain a successful result of the 
corresponding turn of their respective instances of the single-player game, for the 
administration facility to determine the tie as an unfavourable outcome of toe 
multiplayer game and to carry over the contents of the accumulation account to a 
next turn of the multiplayer game, alternatively for the administration facility to 
30 determine the tie as a favourable outcome of the multiplayer game and to cause 
the contents of the accumulation account to be shared between the tied players, 
for toe administration facility to cany over toe contents of the accumulation 
account to a next turn of toe multiplayer game, for the administration facility to 
augment toe contents of the accumulation account with player wagers from the 
35 next turn of the multiplayer game in the event of a cany over, for toe 
administration facility to carry over Hie contents of the accumulation account a 
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5 next turn of the muffiplayer game for a maximum of five cons© cutive ties, and for 
• the administrafion facffity to automatically determine the outcome of a tum of the 
mulfiplayer gsme as a favourable outcome upon the occurrence of a sixth 
consecutive tie. 

10 Yet further features of the invention provide for each player station to display the 
progress of each Instance of the single-player game played by all the 
participating pfayere, for a turn of each instance of the single-player game to be 
played sequentially, alternatively simultaneously, and for each successful result 
of an instance of the single-player game to be associated with a corresponding 

15 prise that is independent of the contents of the accumulation account. 



There is also provided for the administration facility to award a prfce to each 
participating player when a highest ranking successful result occurs In a turn of 
an instance of the single-player game of any participating player, alternatively 
20 when any one of three hfghestranWng successful results occurs in a turn of an 
instance of the single-player game of any participating player, and for the prizes 
awarded by the administration facility to be independent of the contents of the 
accumulation account 

25 There Is further provided for each instance of the single-player game to have a 
bonus result, the occurrence of which enables the participating player in whose 
Instance of the single-player game the bonus result occurred, to participate in the 
next turn of the multlplayer game urfthout placing a wager, alternatively for that 
players wager on the next tum of toe muitiplayer game to be paid by the operator 

30 of the multipfayer gaming system, further alternatively for the occurrence of the 
bonus result to cause the participating player to win a monetary prize. 



There is stilt further provided for each successful result of the slngte-piayer game 
to have an associated points value, for a single turn, of thfc mulfiplayer game to 
35 include a plurality, preferably 5, of turns of the single-player game for each 
participating player, for the administration facility to accumulate, for each 
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5 participating player, points associated with any successful result occurring in that 
play^s plurality of turns in that player's instance of the single-player game, and 
forth© administration facility to determine the winner of the turn of the multipiayer 
game 'to be the participating player or participating players with the greatest 
accumulated point value, and for the administration facility to award the winner of 
10 the turn of the multipiayer gs*me the contents of the accumulation account, 
preferably the contents of the accumulation account less the service fefc retained 
by the operator of the mulfiplayer gaming system. 

There is yet further provided for the administration facility to require each 
15 participating player to decide, prior to commencement of each of the plurality of 
turns in the single-player game, except the first whether to continue with the 
multipiayer game by increasing that player's wager, or to withdraw from the turn 
of the multipiayer game, far the administration facility to accumulate in the 
accumulation account the cumulative wagers of all participating players, and for 
20 the administration facility to retain In the accumulation account the cumulative 
wagers of any player who withdraws from the turn of the mulfiplayer game. 

There is also provided for the single-player game to be any one of video slots or 
video poker. 

25 

The Invention extends to a method of operation of a mulfiplayer gaming system, 
comprising the steps of: 

enabling each one of a plurality of players to participate in a multipiayer game by 
playing a separate instance of a same single-player game haying a plurality of 
30 possible results; 

enabling each participating player to place a wager on an outcome of the 
multipiayer game; 

determine an outcome of the multipiayer game as a function of the combined 
results of the separate instances of the single-player game, the outcome of the 
35 multipiayer game being either a favourable outcome If at least one participating 
player is determined as being a winner of ths multipiayer game, or an 
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unfavourable outcome In which none of the participating players Is determined as 
being a winner. 

There fe further provided for including in a single turn of the multiplayer game at 
least one corresponding turn of an Instance of the single-player game for each 
participating player, for determining an outcome of a turn of the multiplayer game 
only after completion of at least one turn of an Instance of the single-player game 
for each participating player, mspecftvely, for awarding a prize to the at least one 
winning player when the outcome of the turn of the multiplayer game is a 
favourable outcome, for accumulating, in each separate turn of the multiplayer 
game, all wagers by the participating players in an accumulation account, for 
establishing a prize pool whose contents are a function of the outcomes of the 
separate Instances of the single-player gamei for awarding the prize to the at 
least one winning player as contents of the accumulation account, preferably the 
contents of the accumulation account (ess a service fee retained by an operator 
of the muffiplayer gaming system, alternatively for awarding the prize awarded to 
the at least one winning player as tie contents of a prize pool, the contents of 
the accumulation account being retained by the operator of -the gaming system to 
fund the prize pool, and for sharing the contents of either of the accumulation 
account and the prize pool when the accumulation facility determines a plurality 
of winners In the turn of the multiplayer game. 

There fs still farther provided for any instance of the single-player game to have a 
plurality of successful results, each associated with a corresponding value, for 
ranking the plurality of successful results in order, from least successful to most 
successful for determining the at least one winner of the multiplayer game to be 
a participating player who obtains a highest-ranking successful result in a 
corresponding turn of 3 respective instance of the single-player game, for 
determining the outcome of tie turn of the multiplayer game to be a tie when two 
or more participating players obtain a same highest-ranking successful result of 
trie corresponding turn of their respective instances of the single-player gams or 
when none of the participating players obtain a successful result of the 
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5 corresponding turn of their respective Instances of the single-player flame, for 
determining the tie as an unfavourable outcome of the multiplayer flame and 
carrying over "the contents of the accumulation account to a next turn of the 
muffiptayer game, alternatively for determining the tie as a favourable outcome of 
the multiplayer game and causing the contents of the accumulation account to be 

10 shared between the tied players, for carrying over the contents- of the 
accumulation account to a next turn of the muifiplayer game, for augmenting the 
contents of the accumulation account with player wagers finom the next turn of the 
multiplayer game in the event of a carry over, for carrying over the contents of the 
accumulation account a next turn of the multiplayer game for a maximum of five 

15 consecutive ties, and for automatically determining the outcome of a turn of the 
multiplayer game as a favourable outcome upon the occurrence of a sixth 
consecutive tie. 



There is yet further provided for displaying to each participating player the 
20 progress of each instance of the single-player game played by all the 
participating players, for playing a turn of each instance of the single-player game 
sequentially, alternatively simultaneously; and for associating each successful - 
result of an Instance of the single-player game with a corresponding prize that Is 
independent of the contents of the accumulation account. 

25 

There is also provided for awarding a prize to each partidpatmg player when a 
highest ranking successful result occurs in a turn of an instance of the single- 
player game of any participating player, alternatively when any one of thiee 
highest-ranking successful results occurs in a turn of an instance- of the single- 
30 player game of any participating player, and for awarding the prizes awarded 
Independently of the contents of the accumulation $coount 

There is also provided for any Instance of the single-player game to have a 
bonus result, for enabling a participating player in whose Instance of the single- 
35 player game the bonus result occurred! to participate in a next turn of the 
multiplayer game without placing a wager, alternatively for the operator of the 
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5 multiplayer gaming system to pay that player's wager on the next turn of the 
multiplayer game, further alternatively for awarding a monetary prize to the 
participating pteyen 

There is also provided associating a points Value with each successful result of 
10 the single^piayer game, for inclucfing, for each participating player, a plurality, 
preferably 5, of turns of the single-player game in a single turn of the multiplayer 
game for each participating player, for accumulating, for each participating 
player, points associated with any successful result occurring in that player's 
plurality of turns In that players Instance of tfie single-player game, and for 
15 determining the winner of the turn of the multiplayer game to be the participating 
player, or participating players, with the greatest accumulated point value, and for 
swarding the winner of the turn of the multiplayer game the contents of the 
accumulation account, preferably the contents of the accumulation account less 
the service fee retained by the operator of the multiplayer gaming system. 

There is also provided for requiring each participating player to decide, prior to 
commencement of each of the plurality of turns in the single-player game, except - 
the fitst, whether to continue with the multiplayer game by increasing that player's 

wager, or to withdraw from the turn of the multiplayer game, for accumulating In 
2.5 the accumulation account the cumulative wagers of all participating players, and 

for retaining in the accumulator account the cumulative wagers of any player 

• who withdraws from the turn erf the multiplayer game. 

i 

20. brief Descr iption of the drawings 

One embodiment of the invention is described below, by way of example only,, 
and with reference to the abovementianed drawings, in which: 

35 Figure 1 is functional diagram of a multiplayer gaming system according to the 
invention; 
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' Figure 2 is a flow diagram of the steps required for a player to palpate in a 
multiplayer game in tne multiplayer gaming system of Rgurel; 

.Rgure 3 is a flow diagram of the steps required for a parfdpafing player to leave 
to sn instance of the muWplayer game in the multiplayer gaming system of Figure 1; 
and 

Figure 4 is a flow diagram of the steps required to settle wagers placed by 
participating players in the gaming system of Figure 1 ; 

15 

Figure 5 is a flow diagram of a "Pot Slof variation of a multiplayer game playable 
on the multiplayer gaming system of Figure 1; 

Rgure © is a flow diagram of a "Pot Slot with Community Feature" variation of a 
20 multiplayer game playable on the multiplayer gaming system of Figure 1; 

Rgure 7 is a flow diagram of a Winner Take Air variation of a multiplayer game 
playable on the multiplayer gaming system of Rgure 1 *, 

2S Rgure 8 is a flow diagram of a -Community Slof variation of a multiplayer game 
playable on the multiplayer gaming system of Figure 1; 

Rgure 9 is a flow diagram of a "Community Slot - Even Distribution" venation of 
a multiplayer game playabte on the multiplayer gaming system of Rgure 1 : 

30 

Figure 10 is a flow diagram of a "Community Slot - 50/50" variation of a 
multiplayer game playable on the multiplayer gaming system of Rgure 1; 

Rgure 11 is a flow diagram of a "Community Slot - 50 Pooled" variation of a 
35 multiplayer game playable on the multiplayer gaming system of Figure 1; and 
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Figure 12 to a flow diagram of a "Best of 5" variation of a muttiplayer game 
playable on the mulfiptayer gaming system of Figure 1{ 

Figure 13 to a flow diagram of a "Chicken- variation of a mulfiplayer game 
playable on the muttiplayer gaming system of Figure 1 . 



hptai | ™ nrscRip-nnM the invention 

Referring to Figures 1. 3 muttiplayer gaming system is indicated generally by 
15 reference numeral (1). 

Tnis embodiment of the Invention will be described with particular reference to a 
mulfiplayer game that is based on multiple separate instances of a single^layer 
game of video slots. It is to be dearly understood, however, that the invention 
20 extends to include the use of multiple separate instances of other types of single- 
piayer games such as video poker, for example. 

The mulfiplayer gaming system (1) Includes a gaming server (2), and a number 
. of portals (3a. 3b) in the form of portal websites on the World Wide Web of the 

25 internet In this embodiment, each one of the portal websites to an online casino 
website hosted on a corresponding casino web server (not shown). For 
convenience, mis particular embodiment of the invention will be described with 
particular reference to only two such online casino websites (3a, 3b), Each one of 
the online casino websites (3a, 3b) is accessible by a would-be video slots player 

30 (not Shown) through a player station (4) in the form of an internet-enabled 
computer workstation having a display monitor (5) and an associated pointing 
device (5a) such as a mouse or, alternatively, a touchpad. In this embodiment, 
online casino website (3a) Is shown as having one computer workstation (4) 
logically connected thereto, whereas casino website (3b) is shown as being 

35 logically connected to two computer workstations (4). It will be appreciated by 
those skilled in the art that such online casino websites (3a, 3b) can be logically 
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5 connected to any desired numbar of such computer workstations (4) 
simultaneously, which number is physically limited only by considerations of 
processing power and internet access bandwidth. 

The apparatus (1) Includes, further, an administration facility (12) in the form of 
10 ' an application web server, which is communicable with fhe gaming server (2) 
along a communication network (9). The detailed operation of the application web 
server (12) will be outlined in the description that follows. 

The gaming server (2), the online casino web servers (not shown) corresponding 
15 to the online casino websites (3a. 3b), me computer workstations (4) and the 
application web server (12) are capable of communicating with each other by 
means of an open communication networfc that is, in this embodiment, the 
internet Although the internet is a single packst-switched communication 
network, tt is represented in Rgure 1 as separate logical communication 
20 networks (6,7 ,8A10 and 11). 



• The application web server (12) operates a clearing account facilHy (13) that has 
a clearing account corresponding to each one of the online casino websites (3a, 
3b). Analogously, each online casino website (3a, 3b) includes a corresponding 
25 credit account facility (14a, 14b) with a credit account corresponding to each 
player who participates in a game offered by me online casino. In the illustrated 
embodiment, therefore, the credit account facility (14a) has one player credit 
account associated with it, while credit account facility (14b) has two associated, 
but separate, player credit accounts. 

30 

The gaming server (2) operates under control of a stored server program (not 
shown) capable of enabling a predetermined number, say 8, of players to play an 
instance of a multiplayer game that will be referred to, for convenience, as 
"multiplayer slots". When the number of players reaches this predetermined 
35 maximum number, the server program causes a further instance of the game of 
multiplayer slots to be initiated, the new Instance of the multiplayer slots game 
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also being capote of accommodating a further 8 players. In this manner, the 
^ming server » capable, under stored server program control, to *mm . 
many separate Instances of the game of multiplayer slots as required In order to 
accommodate a pool of players who desire to play the multiplayer slots game, m 
• gro ups of a-madmum of B. Each instance of the multiplayer slate game spawned 
in this manner is treated as totally independent of tea other Instances of the 



game. 



The on«ne casino websites (3a. 3b) enable a player who desires to ioin the game 
of multiplayer stefe to request, by means of one of ihe computer workstation* (4), 
IS participation In the game and, once admitted to an instance of the multiplayer 
slots game, to place a wager on a turn of that instance of the game. Each 
participating player in an instance of the game Is presented with an identical 
graphical user interface CW) on his respective computer workstation (4) by a 
separate stored program (not shown) in the workstation- The GUI presents to tee 
20 player, on ihe display monitor (5), a display of the reels of a three-reel video slots 
game. It will be appreciated teat the game of video slots fa, as is well known in 
the art, essentially a single-player game. The GUI also presents to tee player a 
display of 7 further sets of reels of a three-reel video slots game. These further 
sets of reels correspond to the instances of the single-player video slots game 
25 played by tee other participating players in tee particular instance of the 
multiplayer state game. The other players in tee same Instance of tea multiplayer 
game use these additional sets of reels only for presentation purposes in order 
ihat each participating ptayer can follow the progress of all tee instances of tee 
video slots games played. The GUI clearly distinguishes a player's own set of 
30 reels, or Instance of the single-player game from those of the other participating 
players. Each set of reels is identified by a corresponding name, which might be 
a name assumed by tee participating player for participation in tee muffiplayar 
slots game, ortee participating player's own name. 

35 The stared workstation program (not shown) also enables a participating player 
to placa a wager on a turn of the multiplayer slots game, while tee application 



10084290 30-0et^03 OZtvF] 




17 

5 web seiver (12) Is capable of determining whether any wager placed by any 
participating player on a tulm of the game is successful or unsuccessful according 
to the rules of the multiplayer game. The stored program in the gaming server (2) 
also maintains a dynamic register (16) of all players admitted to, and actively 
participating ln f all the spawned instances of the multiplayer siots game from time 

10 to time, together with data representative of a corresponding portal (3a, 3b) 
through which each participating player accessed the multiplayer slots game. The 
dynamic register (16) also contains data representative of an Instance of the 
multiplayer game In which the player is participating. The application web server 
(12) also settles the wagers of "the participating players after completion of every 

15 turn of any instance gf the multiplayer game. 

Each computer workstation (4) is a conventional persona! computer operating 
under a Windows 2000 operating system, which Is well known and commercially 
available from the Microsoft Corporation of Seattle, Washington, USA. The 

20 gaming server (2) operates under the Windows NT operating system. The stored 
workstation program (not shown) and the corresponding stored server program 
will be referred to, for convenience, as a dfent process and a server process, 
respectively. The server process generates one or more random events that 
determine the outcome of the multiplayer slots game, such as determining the 

25 outcomes of spins of the reels in the various single-player video slats games of 
the participating players. The client process of any particular computer 
workstation (4) obtains the result of the random events from the gaming server 
(2), along the communication network (9) and displays the outcome of the game 
on the display monitor (5) of the workstation In an intelligible manner, by causing 

30 the player's set of slots reels to spin and to come to rest at a position 
corresponding to the outcome. In order to play the game of multiplayer slots from 
any particular computer workstation (4), the client process (not shown) must first 
be downloaded to that computer workstation from the gaming server (2) or, 
alternatively from a separate web seiver (not shown), and then Installed on the 

35 workstation. 
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5 tn use, a player wishing to participate In Ihe game of rnulHpIayer slots uses a 
computer workstation (4) to access an online casino website (3a, 3b) of his 
choice. A flow diagram outlining the steps required in order for a player to 
participate In an Instance of the game te indicated in Figure 2. The player is 
presented with an icon (not shown) on the GUI on his computer workstation (4), 

10 which the user can activate in order to request participation in the muftiplayer 
slots game. The user's request for participation (100) Is passed by the online 
casino website (3a, 3b) to the gaming server (2). which adjudicates and 
processes the request in the following manner. 

15 i. ft ail existing Instances of the mulfiplayer siots game are currently being 
played by S players, the existing Instances of the game are ail fully 
occupied and the would-be player cannot be admitted to any instance of 
the game (101 ). The user Is notified of Ihe situation and prompted to join a 
waiting list of would-be players (1 02): 

20 • r P 

2. if any one of the existing Instances of the multiplayer slots game does 
have a vacancy, the would-be player is admitted to that instance of the 
game (103) or, if previously on the watting list, is removed therefrom and 
admitted to that instance of the game. An appropriate multiplayer slots 
25 GUI is presented to the newly-admitted player (at 104) to allow him to play . 

the game and to place wagers thereon; 



3. the register of active participating players is updated (at 105) to Indude the 
details of the newly-admitted player, together with data representative of 
30 the online casino from which the player was admitted to the game, as well 

as the particular Instance of the game to which he has been admitted; 



4. when the waiting list of wouW-be players has grown sufficiently large, say 
A or 5 would-be players (106), the gaming server spawns a new instance 
35 of the game (1 07)' to accommodate the would-be players in the waiting list, 

and fine fist is flushed (108); and 
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5. the register of active-participating players Is updated (1Q5) to Include the 
details of all the newiy^admitted players in the newly-spawned instance of 
the game* together With date representative of the online casino from 
. which the piayens were admitted to the instance of the game, as wefl as 
10 the particular Instance of the game to which tlra players have been 

admitted. 

Any player is a We to leave the instance of the mulflpiayer slots game in which he 
Is participating at any time Upon completion of a turn of that instance of the game. 
15 A flow diagram outtihing the steps required for a player to leave an existing 
Instance of the game Is outlined In Figure 3. When a participating player leaves 
an instance erf me mulfipiayer slots game (200), the player's departure results in 
the system (1 ) undertaking the following actions: 



20 1, the GUI corresponding to the mulflpiayer slots game on the computer 
workstation is replaced by one allowing the player to select another 
casino game to play (201 ); 

2, me departing players details are removed from the register of active 
25 participating players (202); and 

3. the remaining instances of the game ane analysed in order to collapse any 
sparsely populated instances of me game and to consolidate, the 
participating players in these instances into a single more densely- 

30 populated instance of the game (203). 

The participating players in any instance of the game all place wagers on a turn 
of the mulflpiayer slots. game, as described above. Once the turn of the 
multiplayer slots game has been completed, the application web server (12) 
35 determines which of the participating piayens is the winner of the turn according 
to the iules of the game and setfles me wagers placed by the participating 



20 

players on that turn of the instance of the gam© as follows, as Indicated In Figure 



1. an online casino website (3a. 3b) associated with each participating player 
who ha$ made a wager on the turn of the multiplayer game notifies the 
gaming server (2), at (300). Each of the online casino websites (3a, 3b) 
then debits the individual credit account of its associated player by an 
amount equivalent to toe magnitude of that player's wager (301); 

2. the clearing account of an online casino website (3a, 3b) associated with 
each player who has made a wager on toe turn of toe game Is then 
debited by an amount equivalent to toe magnitude of toat player's 
corresponding wager (302); 

3. toe clearing account of an online casino website (3a, 3b) associated with 
toe player who has made toe successful 'wager (303) on the turn of the 
game is credited by an amount equivalent to the total of all the wagers 
inclusive of toe successful wager (304); and 

4- toe gaming server (2) also notifies toe online casino website (3a, 3b) 
associated with the successful player (305) and toat online casino website 
credits the Individual credit account of toe successful player by an amount 
equivalent to toe total of all toe wagers inclusive of toe successful wager 
(306). 



The rules of toe mulHplayer game are outlined below, according to different 
variations of the game: 




5 1. -Pot Slofr Variation 

• a flow diagram outlining the steps of this variation of the multlplayer game 
is outlined in Figure 5; 

• each player wagers a same amount, say $x, on a turn of the multlplayer 
10 game. All thB pfayer wagers are accumulated in an accumulation account 

("the pot 4 ). With eight participating players, the pot will be $8x; 

• once the participating played have all wagered, the seta of slot reels of all 
the participating players in the instance of the game spin in sequence, 
while being visible to all players; 

15 • successful results of a reel spin are awarded the following points values: 



Result Points 



3 x Blue 7 


1000 


3xRed7 


80 


3 x Any 7 


40 


3xBar3 


30 


3xBar2 


20 


3 x Barf 


10 


3 x Cherry 


10 


3 x AnyBar 


5 


Any 2 Cherry 


5 


Any 1 Cherry 


2 



SO • the participating pfayer whose result corresponds to the highest points 
value wins the pot; 

• if there are two or more participating players whose results correspond to 
the highest points value, the outcome of tie turn of the multlplayer game fe 
a tie. Similarly, rf there is no participating player who obtains a successful 
3S result, the outcome of the turn of the multlplayer game is a tie; 
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5 * in the event of a fie, the pot Is carried over ("carryover") to the next turn of 
fr>e multiplayer game; 

• In the event of a carryover, each participating player is required to wager a 
farther $x, which is added to the pot; 

• the participating player whose result corresponds to the highest points 
10 value wins the pot; 

• the pot Is carried over a maximum of five times; 

- after the Fifth carryover, in tie event of a further tie, the pot is shared 
equally between the players Whose results correspond to the highest 
points values. 

15 

2. "Pot Slot with Community Feature" Variation 



• a -Row diagram outlining the steps of tills variation of the multiplayer game 
Is outlined in Figure 6; 
20 ■ this variation is the same as the Pot Slot variation of the multiplayer game 
outlined above with the exception that, in the event of any player obtaining 
a successful result that is one of the top three outcomes, each 
participating player unconditionally wins a payout according to the 
following pay table: 

25 

Result Winning Piaver Remaining Players 



3 x Blue 7 $ 3 000 $500 each 

3 x Red 7 $ 500 $50 each 

30 3xAny7 550 $s each 

• the contest for the pot continues independently of the above payouts, as 
described above. 



35 



23 

5 3, 'Winner Take Air Variation 

a flow diagram outlining the steps of this variation of the multiplayer game 
is outlined in Figure 7: 

• each player wagers a same amount, say $*, on a turn of the muffiplayef 
10 game. All the player wagers are accumulated in a remuneration pool. With 

eight participating players, the remuneration pool will be $8x; 

• onoe the participatfng players have all wagered, the set of slot reels of all 
the participating players in the instance of the game spin In sequence, 
while being visible to all players; 

15 • succe$sfu( results of a reel spin are awarded the following payouts: 



Result Payout 

3 x Blue 7 $1000 

20 • 3xRed7 $80 

3 x Any 7 $40 

3 X Bar3 $30 

3xBar2 $20 

3xBar1 $10 

25 3 x Cherry $10 

3xAnyBar $5 

Any 2 Cherry $5 

Any 1 Cherry $ 2 



30 * the payouts corresponding to all successful results are accumulated in a 
prize pool and the participating player with the highest-paying successful 
result wins the prize pool; 
• if there are two or more participating players with the same highest-paying 
successful results,- the outcome of the turn of the multipJayer game is a fie. 
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10 



15 



20 



25 



Similarly, If thena is no parfidpaflng player who obtains a successful result, . 
the outcome of the turn of Hie muffiptayer game Is s tie; 

• in the event of a tie, the prize pool Is carried over to the next turn of the 
multlplayergame; 

• in the e\/ent of a carryover, each participating player is required to wager a 
farther $x, which is added to the remuneration pool, and payouts of all 
successful results in the carryover spin are accumulated in the prize pool; 

• the participating player with the highest-paying successful result in the 
carryover spin wins the prize pool; 

• there Is a maximum of five consecutive carryovers; 

n after the fifth carryover, in the event of a further tie, the prize pool is 
shared equally between the players with the highest paying successful 
results; 

• the remuneration pool Is paid over to an operator of the mulflplayer 
gaming apparatus in order to fund the payouts won by the participating 
players. 

4. 'Community Slot 0 ^gdaHon 

• a flow diagram outlining the steps of this variation of the mulSptayer game 
is outlined in Figure 8; 

• each player wagers a same amount, say $x, on a turn of the multiplayer 
game. Ail the player wagers are accumulated in a remuneration pool. With 
eight participating players, the remuneration pool will be $&*; 

• once the participating players have all wagered, the sets of slot reels of all 
the participating players in the instance of the game spin In sequencer 
while being visible to aii players; 

• successful results of a reel spin are awarded the flowing payouts: 



25 



Result; 




3xBlue7 


$10000 


3xRed7 


$80 


3xAny7 


$40 


3 x BarS 


$30 


3xBai2 


$20 


3 x Bart 


$10 


3xCheny 


$10 


3 xAnyBar 


$5 


Any 2 Cheny 


$5 


Any 1 Cherry 


52 



« any player obtaining a successful result wins the corresponding payout, 
with the exception of the maximum payout, which Is divided equally among 
all the participating players. 

• the remuneration pool is pad over to on operator of the imijtipteyer 
gaming apparatus in order to fund the payouts won by the participating 
players. 

5. "Community Slot- Even D istribution" Variation 

• a flow diagram outlining the steps of this variation of the muttiplayer game 
is outlined in Figure 9; 

• each player wagers a same amount, say $x, on a turn of the muttiplayer 
game. All the player wagers are accumulated In a remuneration pool. WHh 
eight participating players, the remuneration pool vwH be $8*; 

- once the participating players have all wagered, the sets of slot reels of ail 
the participating players in the Instance of the game spin in sequence, 
while being visible to ail players; 
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successful results of a reel spin are awarded the Mowing payouts: 



Result 


Pavout 


3 x Blue 7 


$10000 


3xRed7 


$80 


3xAny 7 


$40 


3xBar3 


$30 


3 *Bar2 


$20 


a x Bart 


$10 


3 x Chenry 


$10 


3 x Arty Bar 


$5 


Any 2 Cherry 


$5 


Any 1 Cherry 


$2 



20 « the payouts corresponding to all successful results are accumulated In a 
prize pool and the prize pool is divided equally among the participating 
players; 

* the remuneration pool is paid over to an operator of the multiplayer 
gaming apparatus in aider to fund the payouts won by the participating 
25 players. 



6. -Community srote - SO/SCT Variation 

30 • a flow diagram outlining the steps of this variation of the multiplayer game 
is outlined in Figure 10; 
• each player wagers a same amount say $x, on a turn of the multiplayer 
game. All the player wagers are accumulated In a remuneration poof. With 
eight participating players, the remuneration pool will be $Sx; 
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once the participating players have al! wagered, the sets of slot reels of ail 
the participating players in the Instance of the game spin in sequence, 
while being visible to al! players; 

successful results of a reel spin are awarded the following payouts; 



'Results 


Pavout 


3xBIub7 


$10000 


3xRed7 


$80 


3*Any 7 


$40 


3xBar3 


$30 


3xBar2 


$20 


3 xBarl 


$10 


3 x Cherry 


$10 


3xAnyBar 


$5 


Any 2 Cherry 


$5 


Any 1 Cherry 


$2 



• the payouts corresponding to all successful results are accumulated In a 
prize pool. If there is only one participating player with a successful result, 
that player wins 50% of the prize pool, while the balance Is dMded equally 
between the remaining participating players. If there are two participating 
players with successful results, those players each win 35% of the prize 
pool, while the remaining 30% of the pool is divided equally between the 
remaining participating players. If there are three or more participating 
players wlih successful results, the prize pool Is divided equally between 
the winning players only. 

• the remuneration pool is paid over to an operator of the mullSplayer 
gaming apparatus in order to fund Hie payouts won by the participating 
players. 
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10 



15 



20 



25 



7. "Community Slot - 50 Pool ed" Variation 

• ' a flow diagram outlining the steps of this variation of the multiplayer same 

is outlined in Figure 11; 

• each player wagers a same amount say $x, on a turn of the multiplayer 
game. All the playerwagers are accumulated fn a remuneration pool, With 
eight participating players, the remuneration pool will be $8x; 

* once tiie participating players have ail wagered, the sets of slot reels of all 
the participating players In the instance of the game spin in sequence, 
while being visible to all players; 

♦ successful results of a reel spin are awarded the following payouts: 



gesult 


Pavout 


3 x Blue 7 


$10000 


3xRed7 


$30 


3xAny7 


$40 


3 x Bar3 


$30 


3xBar2 


$20 


3xBari 


$10 


3 x Cherry 


$10 


3 x AnyBar 


$5 


Any 2 Cherry 


$5 


Any 1 Cheny 


$2 



• half the payout- attributable to a successful result is awarded to the 
corresponding parficSpafing player, while the balance is accumulated In a 
prize pool, which Is divided equally among ad the participating players; 
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the remuneration !pool Is paid over to an operator of the mulfiplayer 
gaming apparatus. In order to fund the payouts won by the participating 
players. 



10 - 8. "Best of 5" Variation 

• a fiow diagram outlining the steps of this variation of the muffiplayer game 
1$ outlined in Figure 12; 

• each player wagers a same amount, say on a turn of the multiplayer 
15 game- All the player wagers are accumulated in a pot With eight 

participating players, the pot will be $8x; 

• once the participating players have all wagered, the sete of slot reels of all 
the participating players in the instance of the game spin In sequence, 
while being visible to all players; 

20 ♦ successful results of a reel spin are awarded the following point values: 



Result 


Points 


3 x Bfue 7 


1000 


3 X Red 7 


80 


3 x Any 7 


40 


3xBar3 


30 


3xBar2 


20 


3 x Barf 


10 


3 x Cheny 


10 


3 x Any Bar 


5 


Any 2 Cheny 


5 


Any 1 Cherry 


2 
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S * each participating player Is entitled to five turns of fhe single^player slots 
game; 

• a player accumulates points corresponding to all successful results 
obtained during the frve turns of the single-player slots game; 

• when each participating player has completed their respective five turns, 
10 the player with the highest accumulated points value wins the pot; 

• if there are two or more participating players with the same highest 
accumulated points value, the outcome of the turn of the multfplayer game 
is a tie: 

• in the event of a tie, the pot Is shared equally between the players with the 
15 highest accumulated paints values. 



9. 'Cfrioken- Variation 

20 • a flow diagram outlining the steps of thte variation of the multfplayer game 
is outlined in Figure 13; 
+ each player wagers a same amount, say $*, on a turn of the multlplayer 
game- All the player wagers are accumulated in a pot With eight 
participating players, the pot will be $8x; 

25 • each participating player Is entitled to three turns of the single-player slots 
game, which mate up a single turn of the muitiplayer game; 
* once the participating players have all wagered, the sets of slot reels of all 
the participating players spin simultaneously in the first turn of the single- 
player game, while not being visible to $11 players; 

30 • successful results of a reel spin are awarded the following points values: 

Result Points 
3 x Blue 7 1000 



35 3 X Red 7 



80 
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5 3 x Any 7 • 40 

3xBai3 : 30 

3xBar2 • 20 

3xBaM 10 

3 x Cherry ■ 10 

10 3 x Any Bar 5 

Any 2 Cherry ; 5 
Any 1 Cheny 2 



« in tti© second turn erf the single-player game* each player Is required to 
15 take one of three actions, namely to "Quit", or to "Be? , as follows: 

* ^QuSr - the participating player withdraws from the game 

and forfeits his prior wager; 
■ "BeP ~ the participating player survives and makes an 
additional wager of $1 ,5Q, and re-spins his reel set 

20 

• In the third turn of the srngle-play^r game, each player who has not 
previously Quit Is again required to Quit or to Bet, as described above; 

• the surviving player with a highest-ranking successful result wins ihe pot 

• if there are two or more surviving players with the same highest-ranking 
25 successful results, the outcome of the turn of the multlplayer game is a tie; 

m in the event of a tie, the pot is shared equally between surviving players 
with the same highest-ranking successful result 

30 1Q. "Free Spins" Variation 

• each reel of the single-player slots game contains an Indicium referred to 

as a Tree spins" symbol (not shown); 
« when this Jndlclum occurs in a result of a player's turn of the muWplayer 
35 slots game, the result is deemed to be a bonus result and the player is 
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5 permitted to enter the next turn of the multfplayer game ftee of charge, 

without the necessity of first placing a wager. Alternatively, that 
participating player's wager on the next turn of the muffipiayer game te 
funded by the operator of the multipfayer gaming apparatus 

10 

The wagers placed by the players participating in the rnuitiplayer slots game are 
made with credit purchased by such players prior to their participation in the 
game. For this purpose,, each online casino (3a, 3b) includes credit-dispensing 
means (not shown) capable of dispensing credit to any player who wishes to 

15 participate in the game. The player may purchase credit by means of 
conventional credit or debit card payment facilities that are well known [n the art 
and which will not be described here in detail. Whenever a player purchases 
credit from the credit-dispensing means, the corresponding online casino (3a, 3b) 
credits that player's credit account with an amount equivalent to the quantity of 

20 credit purchased by the player. 

The above embodiment of the invention does not provide any compensation for 
an operator of the multilayer gaming system (1) who provides the participating 
players with a fiadffity to play the rnuitiplayer slots game, or for the online casino 

25 websites (3a. 3b) that make their players available to the gaming server '(2) for 
establishment of the rnuitiplayer slots game. In a variation of the above 
embodiment the application web server <12) withholds a portion of the pot or, 
alternatively, a fixed amount, on each turn of the rnuitiplayer slots game as a rake 
for the benefit of the operator of the gaming server (2) and the online casino 

30 websites (3a, 3b). A portion of the rake is credited to the clearing account of each 
online casino (3a, 3b) as a function of the proportion of players participating (n 
the instance of the itiuKplayer game through that particular casino website. In 
this variation of the embodiment, the clearing account of the casino (3a. 3b) 
associated with the player who has made a successful wager on the turn of the 

35 game is credited with an 'amount equivalent to the total of all the wagers inclusive 
of the successful wager, less the amount of the rake. Analogously, the credit 
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5 aaoount of 1tie player who has made the successful wages- Ss credited by an 
amount equivalent to the total of all the wagers inclusive of the successful wager, 
less the fate. 

It will be appreciated -by those skilled in toe art that the invention permits 
16 implementation of a multiplayer game out of separate instances of a traditionally 
single^player game played by each one of a plurality of players. This is achieved 
Py combining an adjudication process together with toe separate instances of toe 
singlenplayer game that provides for the determination of a winner, or joint 
winners, of the multiplayer game as a function of the individual outcomes of toe 
IS multiple separate instances of the single-player gama. 

The resulting mutBpfayer game is an exciting one that can cause emotions of toe 
participating players to swing widely. For example, when a player obtains a high- 
ranking successful outcome during a turn of the multiplayer game, his desire is 
20 that all subsequent players obtain unsuccessful or lower-ranking outcomes that 
will not affect that player's chance of winning the turn of the multiplayer game. If. 
on toe other hand, a subsequent participating player obtains a better outcome, 
then toe preceding player's desire will change to one that another player will 
obtain a matching result, thereby resulting in a carryover that will provide the first 
25 player with another chance of winning the turn of toe multiplayer game. 

ft wilt be further appreciated that such an arrangement where players from 
several online casino websites (3a, 3b) are pooled for toe purpose of establishing 
a multiplayer game, requires the use of a clearing account facility to manage and 
30 process the flow of credit between the various online casinos from which toe pool 
of players are drawn. 

Numerous modifications are possible to this embodiment without departing from 
toe scope of toe invention, Foremost, toe single-player game on which the 
35 multiplayer game ts based may be a different game, such as video poker, for 
example, or roulette. The single-player game of video poher has a hierarchy of 
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5 successful outcomes ahd may be used in place of video Slots without any 
substantial changes to the rules of the multiplayer game described above. Every . 
participating player starts an instance of the single-player video poker game with 
an identical hand and each player Is required to decide which cards to hold in Ms 
own hand. Roulette is different in that there is no hierarchy of outcomes but can, 

10 nevertheless, be used as the underlying single-player game by providing each 
participating player with a same Initial stake, and selecting the winner of the 
multiplayer game to be the player who registers the greatest Increase, or smallest 
loss, of Initial stake in aiturn of the game of roulette. 

15 Further, other variations to the rules of the multiplayer game are possible, other 
than those described above. For example, the "Community Slot" variation can be 
altered to provide that the payouts corresponding to the three highest-ranking 
successful results are divided equally among aO the participating players, Instead 
of only the maximum, payout Additionally,, the "Best of 5- variation may be 
20 modified to provide that a winner of a turn of the multiplayer slots game is not the 
player with a highest accumulates points value over five turns of the single-player 
slots garae, but rattier the winner who obtains a highest-ranking successful result 
in any of the five turns of the single-player slots game. Finally, the -Chicken- 
variation may be modified to provide a player with mree choices in me second 
25 and third turns of the single-player game, namely Quit Bet and Raise. Under the 
Bet option, the participating player survives by making an additional wager of 
$1,50. but does not re-spin his reel set, while in the Raise option, the participating 
player survives by making an additional wager of £3,00 and is entitled to re-spin 
his reel set 

Stin further, the multiplayer gaming system (1) need not be an on-line 
embodiment as described above, but may, for example, be an embodiment 
suitable far deployment in a land-based establishment such as a casino, in this 
instance, the multiplayer gaming system (1) may be deployed as a bank of 
35 adjacent player stations, each linked to the administration facility (12) by means 
of a local area network. 
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Yet further. It Is also possible to determine the winner or winners of a turn of the 
muitiplayer game In a different manner to that described above. For Instance, the 
gaming server (2) generates a first random number between 1 and 3, whfch 
represents a number of winners of the turn of the multlptayer game. This is 

10 followed by a random selection from among the participating players, of a group 
of players equal In number to the first random number generated by the gaming 
server (2), This group of participating players constitutes the individuals Who are 
the winners of the particular turn of the game. Although this method of selecting a 
winner or winners of the turn of the game Is net based strictly on the results of 

15 separate instances of a geme of video slots, the user Interface and simulation 
presented to the participating players may stall be in the farm of a video slots 
game as described above. For variations of the muitiplayer game that involve 
carryovers, the gaming server (2) can generate a second random number which 
represents the number of ties in the particular turn of the muitiplayer game that 

20 wfll occur fn the simulations off the parficipating players. As t an dtemative, the 
winner or winners may be determined by reversing the above procedure, namely 
by first randomly selecting the number of ties and then randomly selecting the 
number of winners In each turn of the muitiplayer game. 

25 It is not necessary or essential that the gaming server (2) maintain a waiting list 
of would-bs players from which players* are admitted to vacant playing positions 
in existing instances of the muitiplayer game, and according to which new 
instances of the mulHplayer game are spawned when all existing instances are 
fully occupied. As an alternative, a desired number of instances of the game may 

3d be spawned ab initio, with players able to enter and leave any instance of the 
muitiplayer game at wfll t tiiereby dispensing with the wailing list altogether, it is 
also not necessary for separate sparsely-populated Instances of the multlptayer 
game be collapsed to [consolidate participating players in these Instances of the 
game into a single more densely-populated instance of the muitiplayer game. 

35 Sparsely populated instances of the muitiplayer game function as effectively as 
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5 fully populated ones. The online casino websites (3a, 3b) need not offer the 
players other casino games for play. 

Additionally, each spawried Instance of the multfplayer game, or slots room, may 
be uniquely named, with naming tights being awarded to participating players 

io .who are deemed to be high rollers thus Increasing the attractiveness of the 
system (1) to prospective players. A high roller may also rent one or more slots 
rooms from an operator of the multiplayer gaming system (1), with revenue 
arising from the slote rfcoms being shared between the operator and the high 
roller. This mode of operation provides an incentive to the high roller to promote 

15 his slots moms and to create Virtual slots communities in order to maximise 
revenue therefrom. 

It is also possible for the highest-ranking outcome of the single-player game to be 
linked to a payout that is a progressive jackpot, Incremented by a proportion of 
20 each player wager. ; ^ 

sail further, the functions of the gaming server <2) and the application web server 
(12) may be consolidated and performed by a single processor. The application 
web server (12) can :be arranged to monitor the individual credit account 

25 balances of the participating players at the online casinc websites (3a and 3b) 
and to cause the gaming server (2) to terminate participation in the game of any 
player whose credit account balance drops below a predetermined minimum 
threshold. Yet further, the administration facility may also require each clearing 
account associated with an on-tine casino website to exceed a prescribed 

30 minimum balance at all times, and for the administration facility (12) to terminate 
participation in the game cf ail players who have accessed the game through an 
online casino website whose associated account balance fails below the 
prescribed minimum balance. Yet further, the credit dispensing means (not 
shown) may be & centralised credit dispensing means, instead of a distributed 

35 one available through each online casino website (3a, 3b). Finally, a portal need 
not be an online casino website where a variety of different games are offered to 
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S a player, but rather ablate room where multiplayer slots Is the only game 
available to would-be players. 

The technical problem isolved by this Invention is to enable implementation of 
multiplayer games, sddi as those mentioned above, which are based on 

10 traditionally single-player games, drawing and pooling players from different, 
possibly competing, entities such as online casinos or other gnoups such as 
sports betting organisations and the like. The Invention performs dynamic load 
management by spawning new Instances of the multiplayer game and collapsing 
and merging sparse!* populated instances of the game to accommodate 

1 5 changing levels of player demand. 

The invention therefor^ provides a novel apparatus ami method for establishing 
and conducting the progress of a multiplayer game that Is based on multiple 
Instances of a traditionally single-player game played by each one of a plurality of 
20 players 
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